YASS
(unless, of course, dealer holds it himself). If dealer does
not wish to exchange his hand for the face-down cards, any
player in turn may then do so. But a player must exchange
his entire hand, and once the exchange is made, no further
exchanges are allowed.
6. If four play, there can, of course, be no exchange of
hands, but the player who holds the six of trumps exchanges
it for the turned trump. Dealer picks up the card after tie
exchange to complete his hand.
The player at dealer's left may lead any card. Each player
The Play in turn must follow suit and try to win the trick if possible.
If a player cannot follow suit, he must trump if able to and
must trump higher if a trick already has been trumped.
But the holder of the yass may trump with it even when
able to follow suit. Some play that, as in pinochle, a player
must undertrump if unable to overtrump when playing to
a suit in which he cannot follow.
After a player has played his card to the first trick, he
may expose any melds for which he wishes to score (see Sec,
7 below).
The winner of a trick leads to the next, and play proceeds
until all tricks have been played.
Some play that in a four-handed game, a player who
thinks his hand cannot score at least 21 points may drop
out of play. The turn to do so begins with the player at
dealer's left and passes to the left. Only one player may
drop out.
7             a. These are the melds and their values:
Scoring                                                                                          Pwn**
*              4 jacks................................... 200
4 aces, kings, queens or tens................ 100
5  cards in consecutive sequence in the same
suit.................................... 100
4 cards in consecutive sequence in the same
suit.................................... 50
3 cards in consecutive sequence in the same
suit.................................... 20
K-Q of trumps............................    20
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